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RANK TASHLIM hos been creating cortoons for sometime .. . over o hundred thousand cartoons 
age, to be exact, 


This boy hos really been busy in off branches of the cartoon tres. | remember his first drawings oppear- 
ing in the top humor mogazines. Then he started furning out a pantomine comle strip Van Boring, under the pen 
nome of Tish Tash which was syndicoted In looding newspapers In this country as well os foreign ploces. 


After that he must have signed up o centipede ond nailed his drawing boord to the centipede’s back... . 
becouse Frank started moving ond kept on the move constantly ... from Mew York to California and from the 
Aesop Fobles Animeted Cortoon Studios, to tha Merrie Melody - Looney Toon Studios, to the Screen Gems 
Studios, to Walt Disney Studios and fo oll the other movie studios that turn out the galloping celluloids in 
Technicolor. 


Seems like every theatre | went to Frank Toshlin’s nome floshed on the screen between Coming 
Attractions and the Mewsree! os animetor and director of Bugs Bunny, Porky Pig, Donald Duck, Mickey Mouse 
and P lute. 


He wos olso conducting cortoon classes for beginners, ond drawing odvertising cartoons, When did 
this guy sleep? Somehow, he stayed awake long enough to create several very fine and penetrating cartoon 
books, thet curiously enough though sotires, were successful ond found translotion all ower the world in coun- 
tries whose nomes | con’? even pronounce. 


Now Fronk is writing and directing movies ond television films, where his inote grophic obility Is 


used to illustrate scenes from his scripts for Bob Hope, Red Skelton, Lucille Boll, the Morx Brothers, Roy 
Regers ond other stars. 


No humon belng could possibly draw os mony cortoons os Fronk hos drown .. . maybe he isn’t human, 
but | have o strong suspicion thet he is os human of ony cartoonist can be... | think Frank must hove 
a system of drewing, which enables him te do a lot of work in little time. 


| don"t know much cbhout students, leasons or teaching... but | do know thet Frank Tashlin is the 
only artist who hos hed such wide and successful experionce In so many flelds of cartooning. He's been a top 
notcher in off of them, If he has something to say about how to create cartoons you'd better listen! You're a 
cinch to learn how! 


a Beverly Hills, California iL || CT 
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with this mook you 


The drawing boord illustrated is nice to have. But it is 
expensive. Stort out with on Inexponsive boord 

you can hold In your lap and lean agalnat a table, 
Plywood, 24 "by aq" will do nicely; or 

if you really want to economize, use 

the kitchen breadboard. 


You con drow with any pencil; however, 

| recommend o pencil with hoard leod—H of 3. This 

will moke it eosier to erase your pencilling after you 
ink in the drawing and will not smudge the poper. 


There ore two kinds of drawing paper—smoeoth surfaced 
and rough surfaced, Try both and see which 

you like best. | use o slightly rough-surfaced 
illustration board, having found my ink behaves 

better on this. You moy like the smooth surface poper 
better, however, tt's entirely up to you. 


There is only one rule in buying Ink: if must be 


jet black ond water-proof ao it will not run when woter- 
color point is applied. Higgens India Ink is standard. 


Erasers are important! 

De not vse the ordinary school eraser on the 

end of o pencil. You must use the ort gum or kneaded 
eroser. These erasers remove pencil morks but will 
not injure the poper. 


Buy two pointed sableshoired brushes—one small 

(#2 of #3) and one lorger (#5 of #6), These ore used 
for filling in solid blacks and to touch up your 

cartoon with white paint. Many cartoonists 

gee @ brugh to ink thelr entire cartoon Instead of using 
o pon. Seo what you like best—pen or brush, 

Remember to clean out brushes in water immediately 
after using. Do not let Ink or paint dry on brush, 


Like pencils you can draw with any pen! A fountain 
pen, ballpcint pen, the pen your sister uses fo write In 
her diary. But o drawing pen with o flexible polnt 

is best. This will give o vorlety of line to your 

cartoon, depending on whether you press down hord of 
lightly. After using pen, wipe Ink off. Do not let It 
harden on the point. 


A white poster (opaque) point is necessary, 

os you will see on pages 20and 21, With white point 
you con cover up any ink lines you decide you 

do not want, paint out mistakes, snop up drawings and 
put highlights in choracters’ eyes. 

Remember to keep lid on jar so 

that point will remain moist. 
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WHAT IS THE SCOTART TECHNIQUE OF DRAWING? 


It is the technique | have used through the years in drawing my Animated Cartoons, Comic Strip 
and Cartoon Books. 


CAN ANYONE CREATE CARTOONS USING THE SCOTART TECHNIQUE OF DRAWING? 
Yes, anyone can create cartoons using the SCOTArt Technique. 

WHAT DOES SCOTART MEAN? 

SCOTArt means ..... 





Yes, if you can draw a Square, a Circle, an Oval and Triangles, you con create original cartoons. 


IS IT THAT SIMPLE? 
Yes, it is that simple! These five simple geometric forms are the basis for all my cartoons. 


However, if for some reason or other (and | connot imagine a reason) you cannot draw a Square, 
a Circle, on Ovol or Triangles, do not buy this book, Put it down and save your money—you'l| 
need it to poy taxes. But if you can drow these forms, take it... this is the easy path to 
cartooning! 


You see there is no secret to creating cartoons. It is as easy as pie... or rather as easy as 
drowinga Squore,A Circle, an Oval and Triangles. In other words, os eosy as the SCOT Art 
Technique of Drawing. 


On the next page | have illustrated the five steps in creating comic heads. Read the instructions 
carefully and even more important look at my step by step drawings carefully. You will see the 
simplicity of the SCOTArt Technique of Drawing. It works!! 





FIRST STEP: Drow the Square, Circle, Oval and two Triangles in light pencil. 





THIRD STEP: Pencil in the noses as shown above. 





FIFTH STEP: Add the hair and ears. When this is done and you ore satisfied with your comic 
faces, go over your pencil lines with pen and ink, careful not to ink in the parts 
of the basic SCOTArt forms you no longer need. (Indicated in dotted lines.) 
When the ink is dry, erase the pencil lines and your cartoon head is complete. 


Easy, isn't it? 
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See how simple it is 
to create eyes for your 
comic foces. All the = 
eyes ore based on the Age (t 

SCOT Art forms of 
Square, Circle, Oval, 
ond Triangles. 









Here | have drawn 14 comic heods 
oll of them based on the baoale 
circle forms Notice thot even though 
they all atarted with a Circle, 

when completed they all look 
different. 
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The some Ia true of 
this vorlety of noses, 
They oll started out on 
bosic SCOT Art forms. — 


The Square wos the starting off place 
for these 10 cartoon heads. 

Copy these, then using the Squore 
creocte Your own. 


Ar (S”| me . 
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No motter what 
expression you want 
cartoon mouths can 
aleo be designed using 
the Squore, Circle, 
Oval and Triangle 
forma. 
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Here | used 15 Ovals 

ond ended up with fifteen differant 
comic heads. 

Try fifteen yourself, 
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8 
The shape of the fare -,; 


different ears ond the 
cut of the hair you will 


notice is based on the + 
same forma, Toke oll t 
“the features on this i 


poege ond design your 
own heeds, . 













Triongle heads. The eight heads on 
top use the Triangle form making the 
heod come to a polint. Noties how 
diferent top Triangle heads are from 
the seven heods below where the 
Triangle form wos Inverted. Yot both 
sete of heads are basically Triangles. 


Before we go any further allow me to destroy a myth prevalent in 
most books devoted to teaching the beginner how to draw cartoons: 


Invariably, these books have ao page devoted to the proportions of 
the cartoon head. They usually state thot the eyes ore in the 
exact center of the head: that the bottom of the nose is 1/4 the 
distance from the chin and 3/4 the distance from the top of the 
heads That the ears ore the same length os the nose and fit in the 
head at the same level that the nose does: that the mouth is 1/3 
the distance from the bottom of the nose to the chin, etc. 


These proportions ore fine if you ore interested in becoming a 
realistic illustrator or painter. In that case you should to to art 
school and learn to draw from models. 


Having bought this book, however, | assume you ore interested in 
becoming a cartoonist! That you are interested in creating comic 
chorocters with FUNNY FACES!!! 





If you stick to the cliche methed of head proportions shawn above, 
you will limit your range of comic heads. Observe what | have done 
on the next page. There ore thirteen Circle heads with Oval eyes, 
a Triangle nose, and a smiling mouth. Note that although the same 
Circle, Oval and Triangles have been used, each face /ooks 
different than the others! 


Why? 
Because | hove placed the eyes, noses and mouths in different 
areas within the circle head, 


In other words by nof observing the so-called rules of proportions, 
| have created thirteen different comic heads using the same sized 
Circle with the same shaped noses, eyes and mouths. 


Try some yourself, But remember—put the eyes, noses and mouths 
wherever you want fo put them within the confines of the circle. 
Try drawing some heads of your own and see how many different 
heads you can make based on the same basic SCOT Art forms. 
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_ boDieS_ 


Cartoon bodies ore on easy to 
erecte os cartoon heods waing the 
SCOT Art Technique of Drawing. 


All of these comic figures have been 
created, velng Circles for o basis, 
Hote the small block diograms which 
ivetrate the varlous sizes of 
Circles used in constructing the 
Figures. 


All of these bodies were created, 
bosed on Squores of vorious sizes 
for the original foundation of 

the characters. 


_-q—___— 


These cortoon characters were 
drawn and constructed on Ovals of 
different sizes, Ovals ore best 

for creating pretty girls. 


---q—_— 


These comic figures ore oll based on 
Triangles, Notice how these sets 

of figures differ one from the other, 
bosed on what type of SCOTArt 

form was used os o basis, 





































Hanads 

All these hands ore 
based on the SCOT Art 
forma, Drow hands 
simply with os fow 
linea os possible, 
Fingernalla except in 
rare cases ore 
unnecessary. Pose 
your own hands, 


The basls forall these 
feet is the Square, 
Circle ond Triangle. 
Draw some and see 
how It works. 


nkle be 
simple if you will 
remember to put the 
wrinkles where the ~ 
clothing bends—such 
as af the elbow, the 
knee, and under 


the arm, 


Other wrinkles oppeor 
where clothing is 
pulled tight, where the » 
buttens hold or where * 
the wolat is pulled in, 


Note thot collars, ties, 
lapels, hota, hair 
bows and vests ore oll 
based on Triangle 
forms, 
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SCOTArt FORMS MIXED UP! 


On the preceding pages you have seen how to create 
individual comic figures entirely constructed of Squares, 
Circles, Ovals and Triangles. 










On these two pages | have drawn 33 cartoon characters — 
each based on a variety of SCOTAr forms to make up each 
individual figure. 


Study them and you will observe, for instance, that one 
figure is made up out of o Circle head, o Square body and 
arms ond legs of Triangles: while another figure is based on 
a Square head, on Oval chest, Circle hips, and Triangle 
arms and Square legs, etc. 


Again the black diagrams beside the figures show what 
forms were used to create each character, Copy my figures 
to get the swing of mixing up the SCOTArt forms then 
start originating characters of your own. 


REMEMBER to first drow the SCOT Art forms in light 
pencil, then add head details, the eyes, nose, mouth, hoir 
and ears. Mext add clothing, remembering the rule on 
where to place wrinkles. When you have sketched in the 
hands and feet and the drawing is complete in pencil, ink 
it in, After ink dries erase all pencil lines, 


Before you go on to the following pages make sure you 
have absorbed everything you hove read and seen in this 
book so for, If you have diligently studied the SCOT Art 
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Technique of Drawing and applied it's principles you can 
at this point create original cartoon characters of your own! 
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Whatever field of cartooning you go into, be it comic 
strips, magazine cartoons, animated movie cartoons, 
etc., you will find that knowing how to make your 
characters move is important. Very important! 


Making your choracters move is not difficult! On the 
preceding page | have used four SCOTArt tigures to 
illustrate the elements of action in five simple phases. 






FIGURES (1) Are normal walking poses. Notice both 
feet of my characters are on the ground. 
The orms are relatively straight, not 
bent at the elbows. 


FIGURES (2) The figures are walking faster. Now one 
foot is off the ground. Notice how this 
makes the characters seem to be moving 
more briskly. The orms ore angular... 
starting to bend at the elbows. 


FIGURES (3) The cartoon people are running. Both 
feet are off the ground. Hands are 
clenched into fists, the fingers no longer 
extended. Elbows ore bent even more. 
Note that the shadows beneath people 
remain at the same ground level. Speed 
lines are odded, giving the appeorance 
of even greater movement. 


FIGURES (4) The chorocters ore running foster. They 
are higher off the ground. Bodies are 
tilted to a more extreme angle, More 
speed lines ore added. Clothing is start- | 
ing to loosen up—ties, hat, etc. 


FIGURES (5) The characters ore racing. Notice they 
ore higher off the ground, Hats are fly- 
ing off their heads. There are more 
speed lines. Hair is dishevelled. 


Here ore 24 SCOT Art chorocters In various 
ection poses. Exomine them. Then draw your 
own SCOT Art figures and put them through 
their poces... everything from o normal 
wolk te a fast run. Watch people os they 
move—your fomily ond friends—get your 
ection ideas from real life; then exoggerate 
it. Stand before o mirror ond pose yourself te 
observe your own actlon. Remember to exag- 
gerate—exaggeration means funnier action, rife 





ree 


In creating expressions for your comic 
faces keep in mind that certain parts 





of the face are movable. These parts oo 
ore the hair, eyebrows, eyes, cheeks — Za 
and mouth, j 





By the movements of these parts you 
can create any expression: —_ 


The Happy Expression. 





Notice that in this drawing all the 
lines of the face furn up when the 
character is happy. 


The Angry Expression. 


Notice that all the lines of the face 
furn down when the character is angry. 





The angry expression is just the 
opposite of the happy expression. 
Hotice how different the same charac- 
ter looks when his expression changes. 


The Sed, Sick or Worried Expression. 


All the lines of the face droop. The 
eyes are heavy lidded giving a list- 
less look, Now this fellow is 
indecisive and doesn't know what to 
do. Compare the three expressions. 
Study them. 





To discover all the intricate and subtle expressions the face is capable of, get Before that mirror again and start 
making foces at yourself, Do this when you ore alone of your friends will think that you hove either fallen in love 
with yourself, or that you have gone insane. 


On the next page are the expressions | got from my own mirror. 


Notice how the action of the body fits the various expressions. The body must assume a pose that fits in with the 
expression on the face. For instance you wouldn't place the ‘Frightened’ heod | have drawn on the “‘Shy"’ body. 
It wouldn't make sense. The focial expression and body pose wouldn't fit together. 


Notice the action of the hands and how they odd to the total overall expression. Also the hair... when the 
charecter is calm the hair lies flat. When the character is upset the hair is wild. 


Work on facial expressions. This is what will give “‘personality’’ to your characters. Watch people around you 
. +. see what happens to their foces as their expressions change and when you're not doing that, stay in front 
of thet mirror, but draw, draw, draw... until you can draw any expression! 
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The wonderful effects you can achieve with a brush full of white paint when it 
is applied correctly to a solid black area is indeed magical, 


Though putting white lines on a black background is just the reverse of ordinary 
inking which is of course, black lines on a white background, the final result 
is far more than that. 


The decoration I have drawn on this page is much more interesting with the builld- 
ing details and the crowds of people outlined in white on black than if I had 
drawn it black on white, 


Phite paint, however, comes into its own with the illustrations on the opposite 
page. Notice the effects created, 


Drawing 1. THE INDIAN CHIEF 
I first inked in the Chief and teepees in solid black ink. Then with white 
I painted in all the details, The feathers, folds in the blanket, fringe on 
the blanket and leggings, designs on the teepees and the grass, Notice how 
sharply he stands out, 


Drawing 2. SANTA CLAUS 
Old Santa first received the solid black treatment, then the white was added 
for details, Notice how soft his beard and the fur on his clothing seem, 


A close examination will show this “softness"’ was created by breaking up 
the solid black lines with short white lines crossing them A good trick to 
remember when you make up your own Christmas cards this year, 


Drowing 3. THE PRINCESS 
See how the white applied to her hair and clothing makes her come to life. 
All the intricate detail of her costume is brought out clearly, Examine the 
castle and the easy way to suggest brick walls. 


Drawing 4. THE GUARD 
The same thing here, Detail all done in white on black. Notice the different 
treatment his beard received compared to Santa's above. 


Try this white on black technique yourself. You can either use ink and brush in 
the black area or purchase some inexpensive black paper, and apply your white 
paint. 


Create some SCOTArt figures in this manner. You will be pleased and amazed at the 
effects you achieve, Try e night scene with snow falling amd lights shining out 
of windows, 
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There ore many cartoonists who can draw an excellent figure in outline but when it comes to 
shading the figure and giving it shape and dimension they fall short. 





Light and shadow rendering is simple if you will remember that there need be only three tones in 
shading any drawing. 






First, is the side of the character or the object that the light shines on. 
| This side closest to the source of Jight is left white! 


Then there is the side of the character or object that is forthest from the source of light. This side 
farthest from the light is the darkest?! 


In between the “‘light’’ side and the “‘dark"’ side shade in the inbetween tone. 
This is the grey middle tone. This orea inbetween is grey! 


That's all there is to shoding ... a light, a dark and a middle tone. Observe the 5 basic SCOTAr 
forms below. All of them have depth and solid form with o white side, grey oreo and dark side. 













Study the same three tones used in shoding the comic foces on the bottom of the page. The some 
rule opplies. 


On the opposite page study the effect of light on the same character. 

Fig. 1. Light comes from left making right side of chorocter dark. 

Fig. 2. Light comes from upper right making lower left of character dark. 

Fig. 3. Light directly above puts the shadows under hat brim, under nose, under chin, etc. 
Fig. 4. Light from lower left causes black shadow on upper right wall. 


Fig. 5. Light is hidden directly behind character and only illuminates the outline of charocter, 


Fig. 6. Light from the front and below throws shadow on wall behind character. 
Fe 
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VANISHING 
CPOINT 


Consider the fact that you ore drawing a picture on a flat piece of paper and that on this same flat piece of paper 
you want to get the illusion of depth, You want part of your drawing to be near and you want part of it to appear to 
be miles away. How do you get the effect of depth on a flat piece of paper? 


HORIZON LIVE OR BYE LEVEL 





By using the rules of perspective! Yes, perspective has definite rules that never change. Only by learning these 
rules and using them can you ever expect to draw a cartoon that has dimension. It's easy. Here are the rules. 


First, you draw a straight line os | have above. This is called the Horizon Line or the Eye Level. In other words, 
this line is ot your eye level and is the angle from which you view the scene. Both ends of this line are known as 
the Vanishing Points. 


Now draw a vertical line across the Hori- 
zon Line as | have illustrated. The length 
of this vertical line will determine the 
height of the nearest object in your pers- 
pective drawing. 





Now rule perspective lines as | have done 
from both Vanishing Points to the top and 
bottom of the vertical line. 





Then, lightly sketch in your character and 
buildings. See how the drawing is brought 
into “‘perspective’’ by allowing the pers- 
pective lines that come from both Vanish- 
ing Points to form the shape of the man’s 
heod, shoulders, satchels ond form the 
roof lines, windows and doors of the 
buildings. Notice in this picture the 
Horizon Line or Eye Level cuts through 
the man's middle as if you were viewing 
the scene from o bent knee position. 





Here is the same man drown in perspective : — — : : = . 
but from a lower Eye Level, | 


The Horizon Line and Vanishing Points 

are low at the level of his feet as if | 
you were viewing the scene from a 

lying down position, 





Now the same man seen from a higher 
point of view. The Horizon Line and 
Vanishing Points are high at the level 

of the man's hat as if you were the same 
height as the man, viewihg the scene from 
a standing position. 


Here with the rising crate,Perspective 
drowing is illustrated from three points 
of view. 


Fig. 1. The crate is below the Horizon 
Line and the Eye Level of the 
viewer, You con see the fop of 
the crate, 

Fig. 2. The crate is being raised up. 
lt is now just in the middle of 
the Horizon Line. You cannot 
see the fop of the crate now. 

Fig. 3. The crate is higher. It has 
been raised above the Horizon 
Line. You can see the bottom 
of the crate now. 


Note that in these three views of the 
rising crate the perspective lines all 
converged to the same two Vanishing 
Points, 


Just remember this: When you want to 
look down at any object or figure, make 
your Horizon Line high! When you want 
to look up at any object or figure, make 
your Horizon Line low! That's all there 
is to it. 
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Here is the low Eye Level perspective again. 

See how separate objects in the room, the pictures 
on the wall, the windows, the ceiling all fit inte 
perspective by running perspective lines from 

the Vanishing Points to the objects, 









Here even more objects as well as the chorac- 
ters are held together os a single unit by pers- 
pective lines. Note in this drawing the Horizon 
Line runs through the center of the drawing. 
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A concert pianist and his instrument drawn from 
a low Eye Level. 


This is on example of 1 point Perspective. 


Instead of 2 Vanishing Points as in the other 
drawings this drawing has only 1 Vanishing 
Point and all the perspective lines in the draw- 
ing converge to this 1 Point. The next time yeu 
are near a railroad, stand in the middle of the 
ties, look down the tracks and you'll see how 
they converge and disappear just as they do in 
my drawing. 


Here is on example of perspective drawing from my cartoon book 


“The World That Isn't." 
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that this perspective drawing is quite simple. You will be able to 
Work at perspective until you master it, Every cartoon you draw 
will have some perspective in it. Get it set in your mind now. 


do drawings like this if you remember the basic rule of the 


affair, but if you observe the Horizon Line, Vanishing Points and 
Horizon Line and Vonishing Points. 


At first glance this drawing appears to be o very complicated 
perspective lines | have drawn in over the drawing you will see 
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size that porticular port. 
rest of the figure. 


shortened. 


Fig. 1. The mon's cigar 

Fig. 2. The umbrella 

Fig. 3. The mons nose 

Fig. 4. The musicion’s hands ond 
and flute 

Fig. &. The glasa of boar 

Fig. 6. The hond ond oor of the 
eavesdropper 


Fig. 7. The Drum Majorette’s 
baton and baton tasee!s 

Fig. 8. The feet of the sleeper 

Fig. 9. The bowling ball 

Figs 10. The fireman's hose 
norale 

Fig. V1. The right lege of the 
dancing girls 

Fig. 12. The marbles and hand 
of tha boy 

Fig. 13. The cop as hand 

Figs 4. The wemeon's hands 

Fig. 15. The shoe ond leg of the 
running men 
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When you wont to bring special oftention to o certain part of o cor. 
toon character, you use whot is known os Foreshortening to empho- 


Fig. 14. 
Fig. 17: 
Fig. 18. 


Fig. I¥, 
Fig. 20. 


Figs 21, 
Figs 22. 
Fig. 24. 
Fig. 24. 
Fig. 25. 
Fig. 26. 


Fig. 27. 


Fig. 28. 
Fig. 29. 








For instonce, if you were doling on odvertising drawing for o shoe 
store you might want to bring special attention to the shoes by using 
Foreshortening ond feature the shoes moking them larger than the 


Foreshertening is where ao port of the figure Is drawn larger in a 
distorted kind of perspective than the rest of the figure. Study the 
Foreshortened figures | have drawn. Hotice the ports thot ore Fore- 


The pipes and hard of 
the amoker 

The end ef the hunter's 
rifle 

Sate ertiat's hend and 


brwal 

The elbow of the man 
The cook's hand, aol 
stheker and frying pon 
The ball player's bot 
The fielder’s glove 
The golfers club 

The cowboy’s revolvers 
The woman's broom 
The nawapaper and 
reader's handa 

The football player's 
thoe ond ball 

The bock lag and foot 
of the walking man 
The lags of the soman 
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Solid black is weed in cartoons for two reasons. Notice how black “snaps up" a drawing. In the figures 


One, Is to bring oftention te the particular part of the above | have rst drown the mon ond womon in outline. 
cartoon you wont featured and... Two, is te balance the Then | hove odded oreos of black fo the some figures. 
drawing. Your eye will tell you that In comporigon the outline draw 

That is to bolance o block oreo ogoinst o white oreo in ing is anemic looking ond without interest, while the some 
proper portion, figures touched up with black seem to come to life. Use 


black in your cortoons ond moke it count. 

Below is a traffic scene | drew for my book ““The World 
That Ien't."" 

Hotice how the block streets balance the surrounding 
white oreas mMoking the cors ond figures stand owt, 
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The dinner table scene from “The World... "" is 
on example of wsing o touch of black to bring the 
reader's attention to the cenfers of interest, In 
this case, it is the poor husband, whose solid 
black suspenders make him stand owt, The black 
hair of his nagging wife makes her stand out, 
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The Tox Collectors squeezing John Q. Public 
from “The World..." is an instance where 
solid black silhovettes ond odded white detail 
sold the idea, The hands frisking the clothing of 
John Q, ore clearly shown, black against white. 





There ore times when solid black silhovettes with- 
out ony detail ore best to put over on idea. Only 
the outlines of the five women from “The World. . 
..'' was important. 


In my drawing from ‘The Possum Who Didn't"’ 
attention wos brought to the possum by making 

him the only dark figure in the picture. Mote that 
the four people all looking up at the possum add to 
making him the center of interest. 
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The atfects of Sui, Rain, Sunshine, Clouds, 
Smoke, ete., lend great value to your drawing when 


executed correctly. 


Rain that really looks wet, clouds that really look 
soft, sun thot really seems to shine, all add to the 
final professional appeorance of your cartoon. 


Reproduced on these two pages ore examples of 
these elements from my books. 


The effect of the explosion of the Atom Bomb 
from “The World... °° wos created in this manner. 
Fig. 1 shows how | first inked in the billowing 
mushroom shape. Fig. 2, | have added white lines 
breaking up the solid black lines. Note how a soft 
| cloudlike effect is achieved by this cross-hatching 
of white on black, 





In my story, ‘The Beor That Wosn't'’ | wished to 
get the effect of the Bear freezing in winter. Looks 
cold, doesn't he? Note that part of his body is 
covered up with snow. Icicles hang from his toes, 
eors and nose. 
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The Possum below is happy in a gentle rain. 
Note the slant of the rain and the rain drops 
dripping from the leaves and flowers. Over dark 
oreas the effect of rain is achieved by painting 
in the rain lines with white paint. 





oe 


ate 


ze 


wy 


oF 





-++ « The round shape of the clouds is suggested 


by only having the rolling edges of the clouds high 


A heavy black curtain of clouds from “The World 


ted by drawing a reflection of the street 
light, buildings and garbage cans on the pavement. 





Here the ‘Possum is ino heavy rain. Notice the 
way the street seems to really be wet. This effect 


is €red 
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Even though the sun itself is not visible you can 
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rays emanating upward, The bottom of the clouds 
ore light with dark shadows on the top side of the 
Factory smoke reproduced from ‘‘The Bear .. ."'. 


See how simply smoke can be drawn, 


homecoming at sunrise, it could illustrate a sun- 
doodle-like curlecue line. 


clouds. While this effect suggested the 'Possum's 
set os well, 


tell that it is shining behind the trees by the sun- 





Drawing cartoons for advertisers offers a lucrative 

| field for the cartoonist who con create ideos that 
will bring attention to o product. The newspapers 
and mogozines contain many examples of odver- 
tising cartoons. Study them. 


Usually the Art Director of the advertising agency 
knows exactly whot he wants for a particular cam- 
paign. This wos true in the case of my advertising 
cartoons reproduced here. | merely drew up the 
“gags” that illustrated the Art Director's basic 
idea. 
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The Easy Way 
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VAN BORING (He never says a word } By Tish Tash 
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As in advertising cortoons your newsstand 
offers countless exomples of comic strips 
for study and examination, 


One of the main points to remember where 

comic strips are concerned is to draw them 
simply so that they will reproduce well on 

newspaper stock. 


See how simply | drew my comic strip or 
rather my comic panel. 

Von Boring, the main character is clearly 
outlined and always wears o solid black 
coat, which makes him the center of 
interest no matter what situation he is in. 


VAN BORING (He never sayr a word ) By Tish Tash 
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Examine the Might Club drawing below. Note 
how simply each individual character is drawn 
ond then study the accumulative effect achieved 
when all these simple characters ore crowded to- 
gether. In other words, units of simiplicity jam- 
med together give an effect that is anything but 






In oll my books the drawings that seem to interest 
ond fascinate the readers the most ore the pages 
| have devoted to large crowd scenes. 


There is o reason for this! It is because o drawing 
filled with detail and hundreds of people is rarely 
seen. Most cortoonists will not devote the time or 
haven't the time to spend on such intricate drawings. 


But these drawings of mine do not take an exces- 
sive amount of time. Why? Because of the SCOT- 
Art Technique of Drawing. This system gets o 
crowd scene done in a third of the time you would 
ordinarily spend on it. 

Try a SCOTArt crowd scene yourself, Draw the 


street corner nearest your home or draw your 
living-room when all your in-laws ore assembled. 
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There are over twenty gags in ‘The Big City” scene above. én you find them? 


Parade below? Note thot the four central figures ore inked in a heavier 
“ line to make them stond out from the crowd. 


Con you find the seven gags in the 
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Because SCOTAr? is the lost word... when it comes to a simplified method of creating cartoons. On these two 


pages | have taken characters published in my books and comic strip and have illustrated the rough SCOT Art forms 
that have gone into the basic construction of these characters. 


Notice that in the final drawing of these choracters the bosic forms have in some cases completely disappeared. 


In the final drawing of the ‘Possum, for instance you ore not conscious thot his head is based on o Triangle form. 
Remember the primary use of the SCOT Art forms is to give you a working blueprint fo build your final drawing on. 


Keep drawing and using SCOT Art putting one form on another and creating your characters. It's like playing with 
blocks when you put these geometric symbols together. Overlapping one form over another your cartoon will have 
a flow and unified appearance. The four characters at the bottom of this page illustrate this perfectly. See how 
the foundation of SCOT Art forms is completely hidden in the final completed drawing. Notice the unity of the four 
people. They ore all in one piece, so to speak. This unity can be orrived at only when the bosic construction 


itself has a unity of forms. Remember thet with o Square, Circle, Oval and Triangles you can create ony and al! 
cartoons you wish. FP, | = 








START A MORGUE... 


A ''morgue’’ is merely a morbid word used by cartoonists to describe 
a filing cabinet. 


But no matter what you call it you do need a place to keep the clip- 
pings you will cut out of newspapers, magazines, etc., of unfamiliar 
things you may be called upon to draw. 





lf you were asked to draw a character wearing o Medieval Costume 
you might be hard put to remember just what a Medieval Costume 
looks like. However, if your file was kept up-to-date you would look 
under the letter “M’ for Medieval Costumes. 


Under “‘A’’ you would have filed Airplanes, Aard-Varks, Armadillos. 
Under ‘'B’’ Bears, Bees, Birds, etc. Under each letter of the alpha- 
bet you could find exactly what you want, 





Let the clippings you file away be photographs and realistic draw- 
ings. DO NOT SAVE CARTOONS drawn by other cartoonists. You 

might unconsciously imitate their style of cartooning and lose your 
own originality and individual way of drawing. | 








Frank Tashlin had achieved recognition as a children's writer when he entered the film industry to 
work in the animation units at Disney and Warner Bros. Both of these early careers would have decisive 
import for the major films that Tashlin would direct in the 1950s. This early experience allowed Tashlin to 
see everyday life as a visually surreal experience, as a kind of cartoon itself, and gave him a faith in the 
potential for natural experience to resist the increased mechanization of everyday life. Tashlin's films of the 
1950s are great displays of cinematic technique, particularly as it developed in a TV-fearing Hollywood. 
They featured a wide-screen sensibility, radiant color, frenetic editing, and a deliberate recognition of film 
as film. Tashlin's films often resemble live versions of the Warners cartoons. Jerry Lewis, who acted in 
many of Tashlin's films, seemed perfect for such a visual universe with his reversions to a primal animality, 
his deformations of physicality, and his sheer irrationality. Tashlin's films are also concerned with the ways 
the modern world is becoming more and more artificial; the films are often filled with icons of the new 
mass culture (rock and roll, comic books, television, muscle men, Jayne Mansfield, Hollywood) and are 
quite explicit about the ways such icons are mechanically produced within a consumer society. For 
example, in Will Success Spoil Rock Hunter?, the successful romance of Rita Marlow (Jayne Mansfield) 
causes other women to engage in dangerous bust-expanding exercises to the point of nervous exhaustion. 
Yet the very critique of mass culture by an artist working in a commercial industry creates the central 
contradiction of Tashlin's cinema: if the danger of modern life is its increasing threat of mechanization, then 
what is the critical potential of an art based on mechanization? Significantly, Tashlin's films can be viewed 
as a critique of the ostentatious vulgarity of the new plastic age while they simultaneously seem to revel in 
creating ever better and more spectacular displays of sheer technique to call attention to that age. The Girl 
Can't Help It, for instance, chronicles the making of a non-talent (Jayne Mansfield) into a star, viewing the 
process with a certain cynicism but at the same time participating in that process. These films are vehicles 
for Mansfield as Mansfield, and are thus somewhat biographical. As with Jerry Lewis, serious treatment of 
Tashlin began in France, especially in the pages of Positif, which has always had an attraction to the comic 
film as an investigator of the Absurd. Anglo-American criticism tended to dismiss Tashlin; for example, 
Andrew Sarris in) American Cinema called him "vulgar". In such a context, Claire Johnston and Paul 
Willemen's Frank Tashlin had the force of a breakthrough, providing translations from French journals and 
analyses of the 


